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ANALOG 

n 


Directional 

buttons 


Select 


PUNCHES 


CONTROLS _ 

These are the default button 
controls. To change them, use the 
Key Config option (see page 11). 
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• Start game; Bypass demo. 

• ijjpe: unpause^^ff. ' 


$ •' . - .. 

START + SELECT BUTTONS 

/v$p$ 

• Return to Title screen. 

SELECT 

V t Ifelf : 3 
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DIRECTIONAL BUTTONS 


(MP) •-Medium (MK) 


Use these controls for characters 
facing right. Reverse the left/right 
directions for characters fating left. 

f $ TVertical jump. y 


Rl - Heavy (HP) R2 - Heavy (HK) 
LI - 3 Punches (???) 12 - 3 Kicks (KICK) 


f Vertical jump j gENfCI CONTROLS k®/ 

l ■**«- fcn ~ a .iw 

Move forvvard. .. / A - Cancel selection/close menu. 

•mJQ^JUchr. .• | /W"'% ' %, \\ ^ | «.j-c£i 


CrouchC 

Crouch. V '% V*' jb • y -' ^ 

Crouching block. / 

Move backward; standing block. 
^CkJSlagonal backward jump. 


. You may have^a controller 
i\ that looks like th&j IF so, 
pA follow the digital instructions 
) outlined on this page. 


This game is compatible with the Dual Shock™ Analog Controller. Turn 
vibfation on/off in Key Config mode (see page 11). To play £ player gamfe4\ 
you must insert two controllers into your PlayStation game console. 




















Win Mark 


Character 


wins the round. If time tuns out before 




Vitality Gauge 


Guard Power Gauge 


wins a round, a 
Ms or her Vitality Gauge, ;V •... " r vC 

SlTOf 1 '" % e Ars^layer to Wi|two out gf th 


'00^' 




s the match 




er Combo Level Gauge 




page 10). In certain game modes, the number of ro 




§v- -m-ii 




mmm: - The JcK^Vacter'^itame andportrait 


PnW GAME - A sfi&^Jgame occurs whe^bdt 
dt^Sn out at the same time ($§dduble K,©.), or 
same amouht of vitality when timeruns out. 


ers have th 




-- ^ 






flME*^^«tf^^»ound. »§#S€3|fM® 

? -fe, ?v;v •-- . V 1 it 

WIN NfiRK - Appears When a character wins a round. 

VITALITY GAUGE - The character’s remaining life energy. 

MESSAGE - Various messages appear during combat 

■£'* .A' *KS- V;'/' -'• ' '' • .J ' v v v .> w /%*'. V "> - - !’*/*'■ '■%■. 

SUPER COMBO LEVEL GAUGE - When this gauge fills to ascertain point. 
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PUNCH G KICK ^ Use the Punchand Kick buttons for basic mov 

BLOCK - Press the Directional button away from the opponent 

THROW - Press any Directional button anOpw^\jncii dr Kick buttons 
simultaneously, near your opponent. / J \ ^ 

DIIZY/RECOVERY - If an attack makes you dizzy, recover quickly by 
pressing any Directional buttons while punching or kicking rapidly. 

SPECIAL MOVES - Each character has unique special moves, performed 
by pressing a combination of Directional buttons and Punch and Kick 
■ buttons. See pages 14-25. MSM&, 




iUARD POWER GAUGE - When this gauge runs 
^te^i#prol<en 

§S& v >V • 'V'V/' " 

. - .. s-’ff . ,. x . ... . . .. ^ .„..„... v .,,,^ . ........... v . v 

IS#f' - T|e character’s Ism: X, A or V. See page 6 
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QfiME ROLES 


Score 


Time Counter 

A 


TIME - The time for each round is 99 counts. 

...... , datefe*. 

WiljW^G,-J^hen,c^,ptoer’s runs Put, the other player 

J ”s, the fighter 





fl&V’ii: 


4. Select the character’s Ism with 


5. Chbose a s^ppe s£eed, Normal (standard) or Turbo (fast), with the 
Directional buttons, anB press any button. (You can toggle Speed 
/ Select ON/QFF ip Option mode; see page 10.) 


1. Press the Start button at the Title screen. The Mode MenijlVill appear. 

2. Use the Directional 


imK» '''' y ' < 

a game mode, and confirm by pressing 

the X button. 
begin on the next page.) 


3. Highlight a character with the 

Directional buttons. Confirm your 
choice by pressing any button. 


the Directional buttons, and press 1 . ^ 

any button to confirm. 

x-icm- Simnlp fiahtincr «^tvle with one Powerful Suoer Combo. 


X-Ism: Simple fighting style with one powerful Super Combo. 
6-bm: Standard fighting style with several Super Combpl 
V-Ism: Variable fighting style including a Custom Combo. 



X-Ism 

A-Ism 

v-lsm 

# of Super Combos 

1 

2 or more 

0 

Super Combo Levels 

1 

3 

2 (Custom Combo) 

Custom Combo 

No 

No 

Yes 

Air Block 

No 

Yes 

Yes 

Power 

High 

Standard 

Low 

Defense 

Low 

Standard 

Standard 

Alpha Counter 

No 

Yes 






MOP E MENU 

Use the 


buttons to choose a game mode, and press 


layers. De 

^ u ^ ^ 


10 compute{|controllic)^jplayers tp 




X 


one match 
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1 player. Practice your moves and combos: Select your character and 


button during practice to view the Training Mode Menu; Most%Cthe 
options are lelf-exiil4n^tQ|^ 
the opponent character’s 

: 6^nol 




Adjust the opponent’s stance: Stand, Crgrbph or Jpn%>4\ 
QCIfJllb;/ Adjust the opponent’s block: Auto Guard or No jGuaid| 

BRE6KF6LLS: Select the opponent’s manner of defensive fall after 

being punched up in the air: Off (none), Front, Neutral 

5 - •’ s?/ ;S s 

or Back. fff 

<5P G6UGE: Adjust the opponent’^ C^atd Power Gauge: Max(imum) 

Normal, or Min(imum[). > ^ Jj! / ' 
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1. Choose a 
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om a Memory C^p; 
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another country to continue 
the tour. You can also choose 
a country you have already’ s 

IS competed in, bufyotfe,^ ; 
expedience points won’t V\ 




WORIO TOUR STAGES 

Normal - Defeat one opponent to win. 
Survival Stage - Beat some opponents 


"v?-- v?£' 


Start play, vieW^nd adjust you^ -Vl 
character’s status, or save the game: 

BATTLE: j|^i)J the contest. I |j 

SETUP: 

SAVE 


Save the gam6; : fep! Memory Card 




A ■ ■ -.• \ 
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TYPf 


Train and increas 
of street 


characters’ powers while taking a world tour 


Team Battle Stage - Fight against an 
opponent team of 2 or 3 characters. 
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Current Experience Points 
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UISM In I 
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Pin 




Curtent/RequiredfmNextlevek 


themore 


ny Ism Pld^you fj&ve garbed. You Ccin acquirband add ujx.t<| 
as shown f|/ th^d|6c^.^jrei|h:Tsnn^(|^|feqL|res one block 


;DEF). Adding morb 
As your character’s 




USING THE SETUP SCREEN 


In World Tour mode, your character’s 


often you can 


\ i v \ * w0wm f — y\ i r r *. $ 

increments, your character’s leYelAincreases and you earn an Ism Plus 
(special ability). You can add up to three Ism Pluses to your character’s 
base Ism. YYY7m8k \ 1 W *' 'Y /*’F 

i<; «;rrf*#*n: >: ';4 f ^ **w$ • lifev^Sfe—, 


To use 

1. Select aa)fsfrir X, A or V. : f/^//f 

$ *' *' Sf j ' ./ i y '*■./ ^ >$ 

2. Select a game speed: Turbo 1 oT Turbo 2. 

ji' :*■ J.'' ./ $ 



ENTRY MOPE _ 

Register your World Tour characters in 
order to use*-thep in pfher game modes. 
ItoaS th^character data, prey|bu^ry saved 
||n1^|a Memory Card, and choose ENTRY 
to register it. You can register up to six 
characters. Once registered, your characte 
will be displayed dn the Gharadter Select 


^ .. r - 

screen in Arcade, VS and Training Modes. 


0 
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Use Option Mode to adjust game settings^ Use the Directional buttons: 
press f/t to choose a setting; press to make adjustments. 

GfiME OPTION 

DIFFICULTY: Adjust the skill level: higher numbers are more diffici|fc 

; \ flMfc'. . . Set the round time. (§ 

Nyncjltap: :f Seethe number of rounds for each match: 

/DAMAGE: Adjust the damage of all moves except Super Combos. 

St DjRNflGE: Set the damage of Super Combos. 

SPEED: Set the game speed. ~’ v ' ' 

GfKIQE: Set the base number on the Super Combo Level Gauge. 

SHORTCUT: Choose ON to shorten loading time. 

AUTO SAVE: Choose ON to save game data automatically 


to a Memory Card. 


I »< r f- ' ~r ■ v 


MUSIC VOL: Adjust the volume of background music. The higher 

numbers are louder volume. 

SOUND: Choose either Stereo or Monaural, depending 

on your speaker setup. 




/V?; 


EXIT: 








KEY CONFIG 
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ivil tv s® 


/■wv 5- ^ : '• v \ , * ^ 1 

f Reassign the button controls on both Player 1 and Player 2 controllers 
^ DOrTTONS:"^ ^ _j.j._ 


"WM&i' W®®C .<*■**': 

•* • ' V " • : * *y. ;• ' 


.. &?<$■ V?.'X\ 


•&'V 


ns */**> change the butte 

iflk-SK 

% a,® 

sk* Wi. r,cr /1-iwi.i ci-:i, a ~ 


COMMAND: 




Irvr . 


iillXlX p|:§ 




V - , m 


£1% ''i;® 15 "''.'X.--''.I 5 


* ^ ■■■'■■* ... ■■ '.^ ■■ ■■ il ■'■■ L.-llcr-'i-■■■ ^ ■■.■■^■cL: -^T-- 


Wfphort v tim%; 


m- T 

-,rrc IffiSfc * 


Close the mehuAytthTlufr^nt settings intact. 


' i"\. &<■ &&V.’ (; ,» rt< . . ... i v.v : l S . -■:' '£***'' .$»** 

:i' DISPLAY ADJUST /? ; 

DlSPMIY 0DJUST: Center the game screen on ypur TV^^britnpnitor. 


%>; ;.{■:>& 





DEFAULT: 

EXIT: 




yj:\ ^:w .: 




MEMORY CURD 

^ave or load game data to or from a Memory 


ata to or from a Memory Card by choosing 
essing^the^ : buttor^ : jf"' 









BfiSIC HTTfiCKS & COUNTERS 


Standing Block Press -»or away from opponent 

Air Block Press -»or away from opponent (A and V Isms only) 

_ .. ... 

Crouching Block 


■ si 


iss ^ or ^ away from opponent 


y from it. Use a standir^ f t 

*> ***. !**** are not available with-X Ism). ~ 

Defensive Foil ^^When knocked tip in the alr/press^!f.uit^feirflij^^^^^tefk : J 
.Jlj|p|llf|| simultaneously (not available with X Ism) 

,£mmi : \ rtiiv t »4iW 


ck an opponent’s attack by pressing a Directional button 


^^When knocked up in the air, press 2 Kick buttons -p 

Simultaneously (not available with X Ism) «* 


^^^phultafteouslttimt available with X Ism) 

■ #»?. % ••• • ‘ . v ,»*•:.%./? k,A,, K^R'/SBKcSvfJp* 

Throw. Escape 4or 4- + 2 Punch or Kick buttons simultaneously 

:: J .^-'TkrKi 'This move works as a throw when vou are attackir 


I “^ip: It ^ uuuu,, s simultaneously - ^ 

This move works as a throw when you are attacking..-> 

#■ f or as an escape when an opponent grabs your character. 

Alpha Codiitel. When blocking an attack, press ->or 4* (toward opponent) j 

+ Punch and Kick buttons of the same strength 


.cPunShand Kick buttons of the same strength v¥v 

t -t A ' "ThiS'Cbunterattack 'mpve uses'|4Super Combo'level and 
A s ^ / shortens the Guard Power Gauge. J 




, \\ 

\ \>r 


Damage Reduction Press the Oirectionai buttons. Punch or Kick buttons rapidly. 

t V' % This counter move reduces damage when you’re under attack 


■ $y». • & 

' ■$ 
.. ’' ■„■ • , 

•• 

VV£K8&Sdfc. 


Guard Crush 


'Wr A i. y * !«*$?>' '•> f: 

- iSil88 -4 4’ I 

Your Guard Pof|/er Gauge ^shortens while yoUf re blocking, 

or if you’re hit with^a Guard Crush. If you refrain from 

blocking, the gauge will gradually recover. If the gauge drains 

out, you won’t able to block until you recover power 

/v >f f $■ ' '■ ' • ' ' ' ''' 'V' V .cS';V 
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SUPER COMBO 



The Super Combo Level Gauge builds up as you perform moves. When 
it reaches a certain length, its level increases, allowing you to perform 
Super Combos, and Custom Combos. 

X-Ism: Y^^^g®perfbrr#s^^per Cpmbo OT^^wb^h' thigcr^^go|pbo 
Level Gauge is full. Super Combos use t^fntire gaug#^ 1 ^ 

fl-lsm: You have three levels ^Super Combos, cb^sjfe^ing f 

levels 0 fi|^gjche^^^^jigfl||if)ediu(in .ant"' 

or Kick button you press determines the po 

er Combo, and uses a similar amount ofW 
, ^ __ _ 


> •'.-'/.Hi 

/>JI' 

fmm. . 4 *#^ 


.-.'•'.vV.-'V" 


power! 


fp^tti Cc^ibos are available with V-Ism characters only. 

When a V-Ism character's Super Combo Level Gauge builds up to 50% 
or more, you can perform a Custom Combo by pressing Punch and 
Kick buttons of the same strength simultaneously. 

• During a Custom Combo, shadow images follow your character 
and attack in the same way. 

• Yoti cc^corfftue a Custom Combo until the Super Combo Level Gauge 

runs out. /| ^ 

• You cannot block during a Custom Combo, jr 

• If you take damage, the Custom Coiribo en||j§ £ •. f 










+ p (up to 3 times) 
+ K then P or K 
PPP then P when landing 
+ P then P 

4^e + K then P or K 


Patriot Circle 
Stinger 

Mekong Delta Attack 
Mekong Delta Air-Raid 
Mekong Delta Escape 


Gadoken 


Kory u ken 
Dankukyaku 
Saikyo Defense 


+ K ([A][V] also usable in air) 
(while blocking) + PPP [V] 

+ K [X][A] 

+ P [A] 

+ + [A]. 


Fireball 


Shakunetsu Hadoken 


Electric Thunder 


P (rapidly) 


Dragon Punch 


Rolling Attack 


+ K (also usable in air) 

» p [x][a] 

k jaj , .) 

**ft*4^ + K (level 3) [A] 


m Hurricane Kick 

B Shinku Tatsumaki Senpukyaku 
S Metsu Shoryuken 


Vertical Rolling 


Backstep Rolling 
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as* 


+ P 


Hadoken 


+ P 


Shouoken 


4^<- + K (also usable in air) 


Shunpukyaku 


+ K then P [A][V] 


Sakura Otoshi 


(hold) ■» + P _ 

PP or KK (hold for awhile, then release) 
360° turn + P 
360° turn +”k 


Bull Head 


Bull Horn 
Murderer Chain 


Bandit Chain 


CHfiRLIEE 


«- (hold) ■* + P 


* (hold) f + K 


* + K [A][V] 


Some Boom 


Somersault Kick 


Knee Bazooka 


u > 


iu 0 




uj 0 


;***»-> 









4^-^ + P (also usable in air) 


Gou Hadoken 


Gou Shoryuken 


4^1* 4- + K (also usable in air) 


Tatsumaki Zankukyaku 




Hyakkishu 


Ashura Senku 


+ PPP or KKK 
LP, LP, ■», IK, HP [X][A] 

*%»»»> P^aifTlAj ~ 


Shungokusatsu 
Messatsu Gou t 


Knee Press Nightmar e 
Psycho Crusher 


Psycho Shot 

«- (hold) + P [A][V] 

Psycho Crusher 

(hold) * + P [X] 

Double Knee Press 

(hold) + K 

Head Press 

4< (hold) f + K 

Somersault Skull Diver 

4** (hold) ^ + P then P 

Bison Warp 

■*4^ + PPP or KKK [A][V] 

+ PPP or KKK 














































********** 
****** + p [A] 

***** + K [A] 

4+ P FA] 


Yoga Fire 


Yoga Flame 


Yoga Blast 


Yoga Teleport 


4-^-4 + P 

***** + P [A][V] 

«-^4^-4 + P [X] 

+ K [A][V] 
+ K [X] 


■4*^ + PPP or KKK 
*** + PPP or KKK 


w|fl 

s§ 


Flying Barcelona Attack 
Izuna Drop 
Rolling Crystal Flash 
Sky High Claw 
Scarlet Terror 


4* (hold) ^ + K then P 

4* (hold) ^ + K then ^ or ^ + P (near opponent) 

* (hold) "4 + P 

* (hold) f + p 

* (hold) -4 + K [V] 

* (hold) **7l + K then * or *4 + P (near opponent) [X][A] 

* (hold) -4«-4 + K [A] “““ ~~ 





Mgl 

mm 


pi 


***** + K [Xp] 


^g Spin Drive Smasher 

w a Reverse Shaft Breaker 

.. .. .. ■■•■■• . -——■ < . — . —.. 

as Killerbee Assault 


iDOH 


Jaguar Kick 
Jaguar Tooth 
Rising Jaguar 


u> 


UJO 


!*E 


*** + P 
*** + K 
**+ + P 

* + PPP 

4 ) 144^4 + 


Criminal Uppercut 
Ruffian Kick 
Bad Stone 
Knife Pickup 

Final Destruction 
Dead End Irony 


*** + K 

44 ^h r - 

***** + P [X][A] 

^4^-4 a + P then P or K 

(while jumping forward) *** + K [V] 

*** + P [V] 


u> 


LU 0 


Spiral Arrow 
Cannon Spike 
Spin Knuckle 
Hooligan Combination 
Cannon Strike 
Cannon Revenge 






































HONDA 


tlPPr 


icitii 


360° turn + K (near opponent) 


360° turn + K (far from opponent) 


SI**SI + P [A] 


£ ; M0M§i 

(SBSf 


1#®SS 


Raging Typhoon 


*0 .. 

jj 1 O Canyon Splitter 


fc*SI*a + P then Por K 


***** + P 


it (hold) *fcJI + K [A] 


***** * K [A] 


Soul Spark 

«-**** + P 

Soul Throw 

**Sl + P 

Soul Reflect 

*fc«- + P 

Soul Spiral 

*** + K 


Hundred Hand Slap 

P (rapidly) 

Sumo Head Butt 

(hold) * + P 

Sumo Smash 

* (hold) f + K 

Oicho Throw 

360° turn + P 


ZANGHMi 

lA 

111 

g 

Double Lariat 

Quick Double Lariat 

O 

Z 

.j 

(M 

Banishing Flat 

u 

Screw Pile Driver 

w 

(1 

Atomic Suplex 

1/1 

Flying Power Bomb 


i 

Psycho Shot 

Vt uj 

u > 
uiO 

Psycho Crusher 

Hooligan Combination 


Mach Slide 


Earth Direct 

SUPER 

COMBOS 

Psycho Streak 

Spin Drive Smasher 


Mexican Typhoon 

360° turn + P 

Tomahawk Buster 

*** + P 

Condor Dive 

(while jumping) PPP 

Condor Spire 

«-*fc + P 

[A][V] 



Hozanto 

**«■ + P 

Bushin Senpukyaku 

4 *!£*■ + K 

Bushin Izuna Drop 

*** + P then P 

Hayagake (Dash) 

*** + LK then K 

Kage Sukui 

4/ SI* +MK thenK 

Kubikari 

*** + HK then K 


* P (level 3) [X][A] 























































PSP 

mmm. 

Wmm 






Note: Style changes are not available with [X]. 

So-Style PPP (not available with [X]) 

Ki-Style KKK (not available with [X]) 


P [X] [A] 


+ K [A] 

+ K (in air) [A] 


ill 
U10 
«J rr 

el 


Sw 

LUO 

ft*- 


P (rapidly) 

■*4^ + K then K (rapidly) 
4- (hold) * + P 
4^ (hold) ^ + K [A][V] 


Hyakurenko (So-Style) 
Gekirou (So-Style) 
Jasen (Ki-Style) 

Oga (Ki-Style) 


Kikoken 
Tenshokyaku 
Hyakuretsukyaku 
Senenshu 
Whirlwind Kick 


Sohakkei 


+ P [A][V] _ 

4^ (hold) ^ + K ([X] - reversal only) 

K (rapidly) 

+ K [A][V] 

4- (hold) * + K (also usable in air) [X] 


4- (hold) + P [X] 





JCILI 


u Q MKouoken 


Cannon Spike 


Sniping Arrow 
Spin Knuckle 


Rekkaken 

'bsi* + P (up to 3 times) 

Shienkyaku 

4-*fc + K 

Rekkukyaku 

4-fc4^^7l + K | 

[X][V] 



Gurenken 

Mujinkyaku 


Ressenha 
Yasha Counter 

Arakuma Inashi 
Shinpi Kaibyaku 


4^-^ + P then P or K 

**'* + K 
* + * + P 

+ K 

4^^ + P (upper) 
4^4- + K (lower) 
360° turn + K 




































































Wwm 


g g Meido no Miyage 
£ O Tenchusatsu 


Ground Tiger Shot 


Tiger Uppercut 


4a** + 


4a* + P 
*4a + K 

360° turn + P 


4 (hold) * + P 
4- (hold) a + P [A][V] 

4 (hold) * + K 
4- (hold) a + K [A][V] 

PPP or KKK (hold for awhile, then release) 


4 (hold) + P (reversal only) [A][V] 
4- (hold) *4* + P [X][A] 


Dash Straight 
Dash Ground Straight 
Dash Uppercut 
Dash Ground Uppercut 
Turn Punch 


Buffalo Head 


Jigoku Scrape 
Shiraha Catch 
Butsumetsu Buster 
Daikyo Burning 


Yagura Reverse 


360° turn + K 


44^ + K 


u> 


LU 0 


hz 


D > 

LU 0 

fir 

1A 



B 






Air Slasher 
Double Rolling Sobat 
Machine Gun Uppercut 
Jackknife Maximum 


4 (hold) * + P 
4 (hold) * + K 
4 (hold) ^ + P (rapidly) 
4 (hold) f + K [X][V] 


Flying Peach 


Shooting Peach 


Daydream Headlock 


360° turn + K (rapidly) 


Paradise Hold 


IPi p Wingless Airplane 

; Rainbow Hip Rush 
tfO Heavenly Dynamite 
S 5 Beach Special (B.S.) 


36tf° lur(i^^^|Fapidiy^i^| 

4a*4a + K [xJ[A] . 


Fireball 

4a* + P 

Dragon Punch 

*4a + P 

Hurricane Kick 

4l£4 + K (also usable in air) 





















































































































